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How real is virtual? 
 Social gambling games unique in that straddles both 

physical and digital domains: within digital ‘real’ 
money counterpart 

 Not necessarily separate spheres but blurred 
boundaries 

 Issues of how to define and conceptualise social 
gambling games: gaming perspective; gambling 
perspective 
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once one recognises that a piece of 
silver in [the world of the game] can 
have value, just like the US dollar, one 
must realise that a silver piece is not 
merely like money – it is money 

Source: Castronova, 2005 (my emphasis) 
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Views of whether something represents 
a pre-existing object, concept or process 
in a manner that approximates sensory 
and functional likeness varies from 
person to person 
Source: Randall, 2011 (my emphasis) 



6 

All gaming and internet use is socially 
and culturally created and will have 
implications and consequences beyond 
online worlds  
Source: Crawford, Gosling, Light, 2011 (my emphasis) 



Case study of 
youth: empirical 
evidence from 
Great Britain 
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Evidence from Youth Tracking 
Survey 2012 
Secondary analysis of YTS data: c.2500 11-16 yr olds 
“Have you played any of these free or practice gambling games on the internet in the 
past 7 days?” 

 No, I have not played any free or practice gambling games 

 Bebo gambling games (e.g. Blackjack, Roulette, Poker or Bingo) 

 Facebook gambling games (e.g. Blackjack, Roulette, Poker or Bingo) 

 MySpace gambling games  (e.g. Blackjack, Roulette, Poker or Bingo) 

 Free online blackjack 

 Free online bingo 

 Free online roulette 

 Free online poker websites (e.g. Zynga poker) 

 Any other free or practice gambling games on the internet 

 Don’t know 
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Context 
Social gambling games as popular (if not more) than: 
 
 Going to a youth centre (14% in past 4 wks) 
 Taking part in religious/faith group (14% in past 4 wks) 
 Being part of music group (16% in past 4 wks) 
 Being part of a voluntary or charity group (15% in past 4 wks) 

 
 Smoking (4%) 
 Drinking alcohol (10%) 
 Doing drugs (6% in past 4 weeks) 
 Playing National Lottery games (7%) 
 Playing cards with friends for money (6%) 
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 Among Boys 

participation rates higher among: 

 

•White groups (18%) 

•Lower academic attainment  

(26%) 

•Single parent households (22%) 

•Schooled in rural areas (21%) 

•Permissive parents 
 
 

Among Girls 

participation rates higher among: 

 

•White or other ethnic groups (7%; 8%) 

•Single parent households (c.10%) 

•Permissive parents 

 

 

 

Who is more likely to take part? 
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 Strong correlations with: 
 
 Online gambling (poker, casino, bingo, betting) 
 Playing cards with friends for money 
 Table games in a casino 
 National lottery instant win games online 
 Fruit machines 
 Other forms of gambling 
 

Participation in gambling [1] 
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: 
 

 

Participation in gambling [2] 
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 SNS freemium gambling rarely (especially among boys) 

undertaken in isolation 
 

 Significant overlap between playing free games, gambling and 
SNS freemium gambling 
 

 Gambling activities participated in reflect range of products 
offered by SNS freemium gambling 
 

 Regression models confirm that strongest predictors of SNS 
freemium gambling are play of free games or number of 
gambling activities undertaken in the past week  

 
 

What does this mean? 
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 Doesn’t mean that SNS freemium gambling causes gambling 

 For some, significant overlap in interest but more work 
needed to understand sequence, pathways and integration 
 

 Doesn’t mean that all SNS freemium gamblers are the same 
 Group who ‘only’ do this evident – different patterns for 

boys and girls 
 

 Doesn’t mean that gambling behaviour is the only thing that counts 
 Importance of context – households, where schooled, where 

live, parental attitudes etc 
 
 
 

  
 

 

What doesn’t this mean?  



Potential risks 
and benefit 
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Three themes: 
 Transition 
 Integration 
 Perspectives 
 

 

 
 
Consequences and implications – focus 
on youth 



Implications for 
research 
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Setting the research agenda 

An agenda that recognises diversity of experiences 

An agenda that recognises context 

An agenda that recognises that outcomes differ for different people 

An agenda that seeks to take a nuanced perspective 

Footnote: A page illustrating how outlines could be presented. 
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Transitions, pathways & risk 

Social media 
gambling 

For money gambling  
(Substitution) 

Social media gambling 
& for money gambling 
(integration) 

Social media gambling 
(maintenance) 

Neither social media 
gambling or gambling 
(disengagement) 
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Transitions, pathways & risk 

Social media 
gambling 

For money gambling  
(Substitution) 

Social media gambling 
& for money gambling 
(integration) 

Social media gambling 
(maintenance) 

Neither social media 
gambling or gambling 
(disengagement) 

Need to 
understand 
transitions over 
time, for whom and 
under what 
circumstances to 
identify 
risk/benefits 



22 

Mediated through  
perceptions,  
attitudes and  

understanding  
of individuals 

Transitions, pathways & risk 

Social media 
gambling 

For money gambling  
(Substitution) 

Social media gambling 
& for money gambling 
(integration) 

Social media gambling 
(maintenance) 

Neither social media 
gambling or gambling 
(disengagement) 

Need to 
understand 
transitions over 
time (incl. speed), 
for whom and 
under what 
circumstances to 
identify 
risk/benefits 



Implications for 
research 
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